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ABSTRACT 
 
Fajar Kurniawan. 2018. The Effectiveness of Using Harvest Moon Game As a 
Teaching Media to Teach Descriptive Text at the Eighth Grade of MTsN 2 
Surakarta in academic Year 2016/2017. Thesis. English Education Department 
Islamic Education and Teacher Training Faculty.  
Advisor : Dr. Yusti Arini, M.Pd. 
Key Words  : Writing, Harvest Moon Game. 
 Writing is a process of thinking to find new ideas, thinking about how to 
express them into good writing and putting ideas into sentences or paragraph.. The 
objective of this study is to find out whether Harvest Moon Game is effective to 
teach Writing skill for eighth grade of MTs N Surakarta II in the academic year 
2016/2017. 
 This research used quantitative research with quasi experimental. This 
research was conducted from 28 September to 28 October 2017. The researcher 
took the sample by using cluster random sampling in which students were divided 
into two groups, 28 students of VIII E belong to experimental and 28 students of 
VIII F belong to the control class. The research instruments used test to collect the 
data. In analysing the data, the researcher used SPSS version 17 to analyse the 
data description and inferential data.  
 The result of SPSS computation shows that the the mean score of 
experimental group is 85.36 while the mean of control group is 71.96. The 
significance value is 0.00. It is concluded Ho was rejected while Ha was accepted 
since the data has met the significant value is lower or less than 0.05 (0.00 <0.05). 
Therefore, it can be concluded that Harvest Moon Game is effective applied by 
the teacher to teach writing skill especially in writing descriptive text for the 
Eighth Grade of MTs N Surakarta II.  
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CHAPTER I 
INTRODUCTON 
 
A. Background of Study  
In this globalization era, gaming study has been studied and applied in 
several domains with some main purposes to engage, teach (in classroom, the 
public or at work), entertain, measure, and improve the perceived case of 
information usage system. Education and training are areas where there has 
been interested in gamification. Many countries apply gaming study for 
educational purposes. Corbett, Sara (2010: 6) said that the New York City 
Department of Education with funding from the MacArthur Foundation and 
Bill and Melinda Gates Foundation have set up school called Quest to Learn 
centered around game-based learning, with the intent to make education more 
engaging and relevant for modern kids. It can be specimen for teacher in 
Indonesia to use games for educational purposes.  
Along with the development of the modern era, the development of 
education in the world is also growing rapidly. The importance of today’s 
educational function makes the teachers develop the ways of delivering 
materials to the student so the student can understand the material taught 
clearly. The development of education is not only happening in regions but 
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also in the world. Various teaching systems are developed in all areas of 
lesson taught. However, it is more focused for basic subject such as math, 
science, art, and language. Studying language involves the issues of culture 
and customs. The existence of a wide variety of different language used in 
particular areas make people should communicative well and it can be 
overcome by the presence of a unified language that must be learned in 
various region. If we live in Indonesia, of course we use Indonesian language 
even though we live in different areas. The language connecting us to all 
people in various parts of the world is English as an international language.   
English is an international language. According to Brown (2001: 118) 
English language becomes an international language or universal language. In 
Indonesia, English become a foreign language for Indonesians people. As we 
know. English has been taught to us form elementary school to high school. 
Even English is still studied in the college. In English the are 4 skills that must 
be understood  they are : Speaking, Listening, Reading, and Writing. 
Nunan (2003: 88) states that writing is a process of thinking to find 
new ideas, thinking about how to express them into good writing and putting 
ideas into sentences or paragraph. That explains that writing can help learners 
to explore their ideas into good sentences. In addition, writing can also help 
learner to think creatively. Meyers (2005: 1) also says that writing is an action 
or process of discovering and organizing ideas, putting them on paper, 
shaping, and revising them. It also includes the process of producing 
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language. Learners can think longer and choose the right words to express 
their ideas into a paragraph or sentence. From the definition above can 
conclude that writing is a communication media through sentence and also a 
process of thinking a new ideas to applied in some of text  or sentence. 
Writing is communicative activity because writing can help students 
formulate their idea and express it orally through speaking and conveying a 
message through writing text. From those statement we can draw a conclusion 
that everybody should have a good writing ability because it is important for 
the time being their future life. 
Angelo (1980: 1) states that writing would still be important in 
education because writing can help one think critically, to clarify thoughts, 
and deeper perception. Meanwhile, Fowler (1965: 40) points out that the 
written word is increasing demand in the business world both as a key to get 
job and the success in it.  It means that writing English can also increase 
opportunities for carrier.  
In this study, the researcher took  focus on the writing skill and choose 
descriptive text as a subject material. Descriptive text become the learning 
materials of junior high school student at the eighth grade. Descriptive text is 
a text that has a purpose to describe an object for the reader to understand 
what the object is. The importance of writing makes the researcher developed 
the learning media that is able to attract the attention of modern students is a 
video game. The researcher took population of students of MTs Negeri II 
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Surakarta with the population of all students of MTs Negeri II Surakarta at 
eighth grade students. MTs Negeri II Surakarta was selected because it has 
supporting facilities of teaching learning process including a language 
laboratory, computer laboratory, and classroom equipped LCD projector and 
speaker. 
The development of video games in the world today is growing so fast 
including Indonesia. Even video games have also been developed as a highly 
effective learning media.“Video games is one of a good teaching stimulus 
because video games are relaxing and situated understanding” ( Gee, et all 
(2004: 56). Many researcher believe about the effectiveness of video games as 
a learning media. Video game developed for educational purposes as a video 
game will take players into the well built world of simulation, not only about 
facts but it also shows a certain social activities. Gee, et all (2004: 133) also 
declares, “video games make it possible for player to participate in valued 
communities of practice and as a result, develop the ways of thinking that 
organize reviews of those practices”. although video games designed relaxed 
if it is played, it does not reduce the educational side of video games as a 
video games is also designed to be situated understanding. Situated 
understanding is to condition the virtual learning with all possibilities arising 
based on the form of treatment given. All advantages of video games will 
bring good impacts for the students in teaching learning process. In this study, 
the researcher will take a Harvest Moon Video Games because Harvest moon 
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games have all of that advantages that will bring a good impacts to the student 
in teaching learning process.  
Based on the explanation above, the researcher conducted 
experimental in writing Descriptive text with the title; The Effectiveness Of  
Using Harvest Moon As A Teaching Media To Teach  Descriptive Text at 
Eighth Grade Of Students Of MTsN 2 Surakarta In Academic year 2016/2017 
. 
 
B. Identification of the Problem 
Based on background of study above, the researcher identified the 
problem of the experimental research :  
1. The student lack of enthusiasm in teaching and learning process 
2. The student lack of concentration in teaching learning process 
3. The students’ English score is low in writing skill 
4. The student lack of motivation in teaching and learning process  
5. The student feel bored when they have to write a text, especially in long 
text 
 
 
 
6 
 
C. Limitation of the Study 
In this research, the researcher applied a video game as the teaching 
media of teaching English to improve students’ writing achievement 
especially in descriptive text. The researcher focus on writing because the 
observation shows that the students English score is low in writing skill and 
the students looked bored when they have to written text. Based on junior 
high school syllabus, they are so many materials that taught about writing a 
text. So, the researcher chooses descriptive text as a material of writing skill. 
The video games that the researcher use in the research is Harvest 
Moon game. Because Harvest Moon game is a provide and interesting game 
and make the student attractive. Another reason is the material or content in 
Harvest Moon game is tell about description of something or someone, so this 
game is relevant with the material that the researcher use in teaching writing. 
The students as the subject of this study are from MTsN 2 Surakarta, 
especially the student of Eighth grade in class F and class G from academic 
year 2017/2018. According from observation that class has a low score in 
writing skill. Thus, the researcher will apply video game at the eighth grade 
student of MTsN 2 Surakarta especially in class F and G.    
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D. Problem Statement 
Based on the identification of the problem and the limitation of the 
study, the researcher formulated the problem in this research as “ Is there any 
significant different between student who taught by harvest moon game and 
taught by text book in writing descriptive text at the eighth grade student of 
MTsN 2 Surakarta in academic year 2016/2017?  
 
E. Objective of the Study 
The objective of the research was to reveal that there is significant 
difference between student who taught by Harvest Moon game and taught by 
text book in writing descriptive text at the eighth grade student of MTsN 2 
Surakarta in the academic year 2016/2017. 
 
F. Benefits of the Study 
This research will expected to give benefits as follows : 
1. For Student  
The result of this research can inform the student that writing is 
important in learning English. Harvest Moon game will make the 
teaching learning be more fun and English will be easy to be 
learned.  
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2. For English teacher  
The researcher gives a reference for English teacher to assist 
the development of teaching learning process especially in writing 
topic using Harvest Moon game or other video games that is 
appropriate with the condition of the classroom.  
 
3. Definition of Key Terms 
There are some terms in this study should be clarified, as follows :  
1. Writing  
According to Bryne (1997: 1 ) stated that writing can be said to 
be the act of forming symbols, making marks on flat surface of some 
kind. 
2. Descriptive text  
Pardiyono (2007: 122-123), states that description is a type of 
written text, which has specific function to give description about an 
object (human or non human).   
3. Media  
Media can be considered as “ anything that can be used to 
facilitate the learning of a language” Tolison (2001). Endang Fauziati 
(2006: 48) stated that media is outlined different criteria for classifying 
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didactic materials in the following categories: instructional, 
Experimental, Elucidative, and Exploratory.   
4. Video Game  
Esposito (2005: 1) defines video game is a game which we 
play thanks to an audiovisual apparatus and which can be based on 
story. 
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CHAPTER II 
REVIEW OF RELATED LITERATURE 
 
A. Theoritical Description 
1. Review on Writing 
a. Definition of Writing  
Writing is one of important skill that language learner need to 
learn as an essential component not only for their academic practice but 
also later in their professional life. Writing can be defined in various ways. 
There are some definitions of writing proposed by experts.  
Bryne (1997: 1) says that on one level, writing can be said to be 
the act of forming symbols, making marks on a flat surface of some kind. 
Graphic symbols here include letters that relate to the sound people make 
when they speak. The symbols have to be arranged, according to certain 
conventions, to forms word, sentences, and paragraph. But actually 
writing is more than the productions of graphic symbols. He also states 
that writing involves the encoding of a message of some kind that is 
translating thought into language. 
In addition, Enre (1988: 13) defines that writing is a process of thinking 
systematically, so that what is being written can be easily understood. 
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According to Webster (1981: 2133) skill means technical 
competence without insight or understanding or the ability for further 
elaboration or development.  
To conclude, writing skill is the ability to put the thought and 
feeling into a set of signs or symbols and put them into a paper which can 
be understood by the reader.  
b. The Stage in Writing  
Hamp-Lyons (1987: 15) states that there are three stages in the process 
of writing, those are pre- writing, writing, and rewriting . 
1) Pre-writing  
Pre-writing stage generally involves the writer in choosing a topic. 
The pre-writing stage should be very active, with discussion of the 
topic area to make sure everyone has something to write about.  
2) Writing  
Writing is the stage where actually the writer makes a draft of their 
writing based on the pre-writing stage that they have done before. the 
students find the right word and concentrates more on what they want 
to say through paper. The student needs to arrange the draft in such 
way that the reader can follow the student thought easily. The content 
might be written without considering the grammatical aspect first. 
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3) Rewriting  
Rewriting is the final stage and essential to successful writing. 
Rewrite draft includes editing and proofreading. The editing process is 
a really an extension of the writing stage. Involving the student in 
taking a critical look at their writing,  in order to be sure that the 
written product, the outcomes of the writing process, is as they 
intended it to be.  
In this stage, the students review a draft to check content and 
organization based on the feedback from the students and teacher or 
peer. The teacher helps the students through the revision to shape and 
reshape the text into final form and it is focused more on organization 
extent of writing sentence structure. 
According to the theory above that there are three stages that must 
be passed by the student to get or make good writing. First, is pre-
writing. Student must choose what topic they want to write. Second, is 
writing. After choosing the topic then student begin write the text 
based on the topic that they choose. And the last is re-writing. Re-
writing have a two part there are editing and proofreading. In this stage 
student must edit they result of writing. Fix the errors of grammar, 
punctuation, and vocab. After that is proofreading. Proofreading is 
mean read again the result of their writing to make sure the writing is 
correct or not.  
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c. The Purpose of Writing 
McMahan (1996: 8) mentions that the purpose of writing as follows : 
1) To express writer’s feeling 
The writer wants to express their feeling and thought through the 
written form, as in a diary or love letter. It is what is so called as 
experience writing.  
2) To entertain the reader  
The writer intends to entertain the reader through written form and 
the writer usually uses authentic materials. It is called as literary 
writing.  
3) To inform the reader  
It is used to give information or explain something to the readers. 
It is a kind of informative writing. 
4) To persuade the reader  
The writer wants to persuade or convince the readers about opinion 
or concepts or idea. It is called as persuasive writing. 
In addition, Bryne (1997: 2) said about the purpose of writing: it is 
helpful to keep in mind some of user we are likely to make writing. On a 
personal level, people use writing to make a note of something. For 
example shopping list, diaries and etc. and used to keep records of things 
to be remembered. Writing is also used to send messages in the form of 
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letters, memos, and many kinds of writing to deliver the messages form 
one to another.  
From the text above we can conclude that there are many purpose in 
writing. there are : to express writer/s feeling, to entertain the reader, to 
inform the reader and the last to persuade the reader. 
 
d. The Aspect and Micro Skills of Writing  
Writing involves many different aspects, according to Gower 
(1995:57), the aspects of writing are follows : 
1) Handwriting  
The writing should be easily read by the readers. The neatness and 
legibility is important in writing. 
2) Spelling 
Spelling means the writing of a word accepted in standard order. In 
second language learning, errors spelling are often found.  
3) Punctuation 
A certain mark to clarify meaning by grouping grammatical units 
the written material.  
4) Sentence construction 
The construction of sentence that is grammatically correct, using 
the correct word order 
5) Organizing a text and paragraphing 
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It involves dividing the information into paragraph, and ordering 
the paragraph to present a logical order  
6) Text cohesion  
The appropriate use of linking words and phrases so that the 
organization of the text is clear to the reader 
7) Register/ Style 
Using language (structure and vocabulary) and appropriate to the 
formality and style of the text. 
From theory above, a good writer must have some aspect. If a writer 
or student do not have this aspect. The aspect of writing is handwriting, 
spelling, punctuation, sentence construction, organizing a text, text 
cohesion and register. 
 
e. Criteria for Good writing  
Emre (1988: 9-11) states that the criteria for good writing as follows :  
1) Meaningful  
Good writing must be able to convey something in which it is 
meaningful to someone and can give the evidence about what it’s said. 
2) Clear 
It can be said as a clear writing if the intended reader can read in 
constant speed and catch the meaning. Clear writing shouldn’t have 
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been simple, but mustn’t be more difficult than situation as it ought to 
be.  
3) Coherent 
Others characteristic of good writing is coherent, it means that the 
information is clearly connected and arranged. It has been organized 
systematically so the reader can follow the composition easily. 
4) Economic 
If the main information of the writer is giving information, the 
writer should avoid pleonasm. In a good writing, the words use are 
appropriate , and the sentence are clear, consider, emphatic, and correct. 
So, it doesn’t waste the reader time by veering away from focus without 
reason 
 
5) Cohesive 
It means that the writing doesn’t contains tons of grammar or 
spelling errors. It uses appropriate grammatical pattern, substitution, 
elliptical construction, preposition, conjunction, to relate among the 
classes within paragraph. 
A good writing must have some criteria to be a good writing. The 
text in writing must have some evidence to the reader or a good writing 
must meaingfull to the reader so, the reader can get a value or something 
from the text. Then, a good writing must cohesive and coherent. If the text 
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doesn’t have both of them. the text is not include in a good writing. And 
the last is economic. A good writing must be easily to be understood by the 
reader. So, the reader not confuse if they read the text. 
Table 1.1 Analytical Scoring for Students’ Writing by Reid (1993: 236- 237). 
No
. 
Indicators Score Criterion Description 
1. 
Content: 
The 
appropriateness 
with the title 
chosen 
30- 27 Excellent 
to Very 
Good 
Knowledgeable, substantive development 
of thesis, relevance to assigned topic. 
26- 22 Good to 
Average 
Sure knowledge of subject, adequate 
range, limited development of thesis, 
mostly relevance to topic but lacks detail. 
21- 17 Fair to 
Poor 
Limited knowledge of subject, little 
substance, inadequate development of 
topic. 
16- 13 Very Poor Does not show knowledge of subject, non 
substantive, not pertinent or not enough to 
evaluate. 
2. 
Organization: 
Paragraph of 
20- 18 Excellent 
to Very 
Fluent expression ideas clearly stated/ 
supported, succinct, well-organized, 
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unity, Coherence, 
and Cohesion 
Good logical sequencing, cohesive 
17- 14 Good to 
Average 
Somewhat choppy, loosely, organized, but 
main ideas standout, limited support, 
logical but incomplete sequencing. 
13- 10 Fair to 
Poor 
Not fluent, ideas confused or disconnected, 
lack logical sequencing and development. 
9- 7 Very Poor Does not communicative, no organization, 
or not enough to evaluate 
3 
Vocabulary: 
The precision of 
using vocabulary 
20- 18 Excellent 
to Very 
Good 
Supplicated range, effective word/ idiom, 
choice and usage, word form mastery, 
appropriate register 
17- 14 Good to 
Average 
Adequate range, occasional errors of word/ 
idiom form, choice, usage but meaning not 
obscured 
13- 10 Fair to 
Poor 
Limited range, frequent errors of word/ 
idiom form, choice, usage, meaning 
confused or obscured 
9- 7 Very Poor Essentially translation, little knowledge of 
English vocabulary, idioms, word form, or 
not enough to evaluate 
4. Language use/ 25- 22 Excellent Effective, complex construction, few 
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Grammar, Tenses 
and pattern 
to Very 
Good 
errors of agreement, tense, number, word 
order/ function, articles, pronouns, and 
prepositions 
21- 18 Good to 
Average 
Effective but simple construction, minor 
problems in complex constructions, 
several errors of agreement tense, number, 
word order/ function, articles, pronouns, 
and prepositions but meaning seldom 
obscured. 
17- 11 Fair to 
Poor 
Major problems in simple/ complex 
instruction, frequent errors of negation, 
agreement, tense, number, word order/ 
function, articles, pronouns, and 
prepositions and or fragments, run-ons 
deletion, meaning confused or obscured. 
10- 6 Very Poor Virtually no mastery of sentence 
construction rules, dominated by errors, 
does not communicate, or not enough to 
evaluate 
5. 
Mechanics: 
Spelling and 
5 Excellent 
to Very 
Demonstrate mastery of conventions, few 
errors of spelling, punctuation, 
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Punctuation Good capitalization, paragraphing 
4 Good to 
Average 
Occasional errors of spelling, punctuation, 
capitalization, paragraphing, but meaning 
not obscured 
3 Fair to 
Poor 
Frequent errors of spelling, punctuation, 
capitalization, paragraphing, poor 
handwriting, meaning confused or 
obscured 
2 Very Poor No mastery of conventions, dominated by 
errors of spelling, punctuation, 
capitalization, paragraphing, poor 
handwriting, illegible or not enough to 
evaluate. 
TOTAL SCORE 35-100 
Table 1.1 Analytical Scoring for Students’ Writing by Reid (1993: 236- 237). 
 
f. The Problems of Writing  
For most people, writing is considered as a difficult activity, both in the 
mother tongue and in a foreign language. There are three heading problems 
which are caused by writing according to Bryne (1997: 4-5) : 
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1) Psychological Problems 
Writing is essentially a solitary activity and the fact that people are 
required to write on their own draft, without the possibility of 
interaction or the benefit of feedback, in itself makes the act of writing 
difficult. Writers have no immediate feedback to let them know how 
the writer doing and whther they should change their approach. There is 
no immediate interaction between the procedur and the receiver. 
2) Linguistic Problems 
Different from oral communication, the language used in written 
language is either simplified (list, telegram, note, etc) or more 
elaborate, more formal. In a foreign language this process is all the 
more difficult as there may be interfence on a cultural level, not just the 
linguistic, between mother tounge and the foreign language.  
3) Cognitive Problem 
Writing is hrough process of instruction. The written form of the 
language and certain structures, which are less used in speech, should 
be mastered and learned. The way to organize the ideas is also for 
effective communication shiwch has to be learned in writing. 
There are so many problems that often encountered by the leraner in 
writing. There are psychology, linguistic, and cognitive problems. That’s 
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problems must be face and resolve by the learner in order to get a good 
writing.  
g. Teaching Writing 
Writing is considered as the language skill which is least to be 
acquired. However, the teaching learning of writing skill in classroom has a 
little portion and eve tends to be slighted. In fact, writing has some 
important roles in human life , either in academic purposes or in other 
aspect of life. 
1) Reason for Teaching Writing 
    The most important for teaching writing is that it is a basic language 
skill. Bryne (1997: 6-7) gave the reason of teaching writing in the early 
stages. writing serves a variety of pedagogical purposes as follows : 
a) The introduction and practice of some forms of writing enables the 
learners to provide for different learning styles and needs . some 
learners, especially those who do not learn easily through oral 
practice alone, feel more secure if they are allowed to read and 
write in the language. For such students, writing id likely to be an 
aid to retention, if only because they feel more at ease and relaxed.  
b) Written work serves to provide the learners with some tangible 
evidence that they are making progress in the language. It is not 
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likely to be a true index of their attainment, but it satisfied a 
psychological need. 
c) Exposure in the foreign language through more than one medium 
appears to be more effective than relying on an single medium 
alone.  
d) Writing provides variety in classroom activities. It increase the 
amount of language contact through work that can be set out of 
class 
e) Writing is often needed for formal and informal testing. 
2) Approaches in Teaching Writing  
There are some varieties of approaches in teaching writing which 
can be considered by the teacher in the classroom. 
a) The Controlled to Free Approach 
This approach stresses three features of grammar, syntax, 
and mechanics. It emphasizes accuracy rather than fluency or 
originally. The controlled o free approach in writing is sequential: 
students are first given sentence exercises, then paragraphs to copy 
or manipulate grammatically, for instant, changing questions to 
statements, present to past, or plural to singular. They might also 
change words or clauses or combine sentences. They work on given 
material and perform strictly prescribed operation on it. 
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b) The Free Writing Approach 
The emphasize in this approach is that intermediate level 
students should put content and fluency first and no worry about 
form. Teachers begin by asking students to write freely on any 
topics without worrying about grammar and spelling. There is only 
minimal correction of error. Teachers just simply read the pieces of 
free writing and perhaps comment on the ideas writer expressed or 
ask students to read aloud in front of the class. Concern for 
“audience” and “content” are seen as important in this approach. 
Especially since the free writings often revolve around subjects that 
the student are interested in , and those subjects then become the 
basis for other more focused writing task. 
c) The Paragraph Pattern Approach 
The paragraph-pattern approach stresses feature of 
organization. This approach is based on the principle that indifferent 
culture people construct and organize their communication with 
each other in different ways, so even if students organize their ideas 
well in their first language, they still need to see, analyze, and 
practice the particularly “English features of a piece of writing”  
d) The grammar-Syntax-Organization Approach  
This approach links the purpose of piece of writing to the 
forms that are needed to convey the message. Writing task is devised 
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in order to lead the students to pay attention to organization while 
they on the necessary grammar and syntax 
 
e) The Communication Approach 
The communicative approach stresses the purpose of a piece 
of writing and the audience for it. Student writers are encouraged to 
behave like writers in real life and to ask themselves the crucial 
question about purpose and audience : “why A am writing this?” 
And “who will read it?”  
To teaching writing there are so many step that must be understood 
by the teacher or learner. First, The teacher must be know the reason for 
teaching writing. And then the teacher must know some approaches to 
teach writing to the student. There are so many approaches that can used 
by the teacher to teach writing. There are : the controlled to free 
approach, free writing approach, grammar syntax approaches and 
communication approach. 
2. Review on Descriptive Text  
a. Definition of Descriptive text  
The definition of descriptive will be elaborated as below:  
According to Sumardiono (2013: 2) descriptive text is a text of 
written English where the writer draws an object. Also it contained about 
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description and identification on its writing by which the writer draws an 
object, the dominant grammar used in this text is simple present tense. 
  Also, descriptive text has definition as a text which describe or draws 
about form or characteristic about things, animal, plant, human or special 
event. Descriptive text has to generic structure, they are identification and 
description. (Widjaja, 2011:3)  
From the definition of descriptive text above can conclude that the 
descriptive text is students’ ability in describing things. Human, animal, 
plant, and special event. And the ability in writing descriptive text 
includes identification and description.  
 
b. Elements of Descriptive Text  
Based on Schacter (2015:5) they are some elements or characteristic 
should be considered in writing descriptive text : 
1) Comparisons  
Rhetorical strategy and method of organization in which a 
writer examines similarities and differences between two people, 
place, ideas, or things. 
2) Sensory detail 
Sensory details include sight, sound, touch, smell and taste. 
Writers employs the five senses to engage a reader’s interest.  
3) Hyperbole 
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Hyperbole is a extreme exaggeration used to make a point. It is 
like the opposite of understatement. 
4) Imagery 
Language used by poets, novelist, and other writers to create 
images in the mind of reader. Imagery includes figurative and 
metaphorical language to improve the reader’s experience through 
their senses. 
 
From the explanation above, there are so many element in writing 
descriptive text that must be know and considered in writing descriptive. 
There are: comparisons, sensory set ails, hyperbole, and imagery. 
 
c. Writing Descriptive Text Skill 
According to Schechter (2015: 7) writing descriptive text has two skills, 
they are compassioning skill and organizing. The explanation will be 
elaborated below : 
1) Composing skill  
a) Includes descriptive details and words 
b) Use clear language  
c) Include verb which strongly described 
d) Use transitions in order to make coherence 
e) Makes comparisons such as : as well as, more than, and the most.  
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f) Uses word that engages and surprises the readers idea and mind 
 
2) Organizing Skill  
a) Generalize the charts through ideas and details presented in 
descriptive writing. 
b) Managing the description in writing by sorting the visual effect, 
details, procedure and time 
c) Use the topic of sentence to engage the reader to writers’ mind. 
d) Writers concluding sentences by using word or phrase to 
summarize the idea of description.  
In this case, the skills in writing descriptive text which is 
needed in this research are, descriptive details and words, clear 
language, the use of transitions in order to make coherence, using 
word that engages and suprise the readers idea and mind, organizing 
the description in writing by sorting the visual effect, details, 
procedure and time, using topic sentences to engage the readers to 
writers’ mind, writers concluding sentences by using words or phrases 
to summarize the idea of descriptions. The researcher chooses that 
skills because the researcher thinks that those skills can be fulfilled by 
the students.  
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3. Review on Learning Media  
a. Definition of Media  
Anything Can be considered as a tools, resource, didactic material 
used to facilitate learning of language. Endang Fauziati (2006: 48) states 
that different criteria for classifying didactic materials in the following 
categories :  
1) Instructional 
It means that they tell and teach the learners about language 
containing necessary instructional materials for user to apply the 
language.  
2) Experimental  
The user is given opportunity having experience to use the language. 
They present exposure to language use. 
3) Flucidative  
The simulate the user on using the language  
4) Exploratory 
They find the discovers and alternatives of language use 
When a teacher is planning to use any media, there are three stages 
to be considered. They are : exploration, elaborations, and confirmation. 
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According Fauziati, et all (2006: 48) stated that the exploration is the stage 
when the students are activated before they would be exposed to the 
particular medium. The elaboration stage is a further stage in which they 
have close access to the input provided by the source and the last stage is 
confirmation, concludes the whole processes of using language and 
information gained in the previous actions.  
b. Visual Media  
Visual as the source helps us interact with others. Techniques based on 
visuals and visualization are useful for the stimulus and the main source in 
language learning. This technique can be the form of the most primary 
source, i.e. the non-verbal aspect of human interaction. Thus, the primary 
source of learning is not only verbal language but also the non-verbal 
behavior of the teachers, the culture of native people of target language 
and fellow-students. We can find many visual materials for assitng us in 
teaching English. The followings are the types of visual that can be used 
in teaching stated by Endang Fauziati, et al, in Modul Pendidikan dan 
Latihan Profesi Guru:  
1) Board. Education in visual form can be various. There are many kinds 
of boards used in static and an interactive way at the same time like 
blackboard, white board, flannel board, flip chart. Various forms of 
text, table and image can help the students use them cooperatively 
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with friends and interactively with the teacher. Posters or any smooth 
surface placed on the wall of the classroom can be used in the same 
way.  
2) Printed Materials. Visual presentations are traditionally the print 
resources. They include text-books, workbooks, and dictionaries. those 
printed materials are published for language educational purposes. 
This category can equipped with books, magazines, newspaper, 
brochures and other printed material issued to members of particular 
community or target language.  
3) Flashcard. Flashcard can be formed in picture combined with the text 
such as words, phrases, sentences in particular target language specific 
data. The data can be dates, names of important people, places, events, 
and time. Charts, tables, posters, and maps can also provide a visual 
impact for language learning and linguistic performance.  
4) OHP. Overhead Projector or OHP is in projected visual form. It offers 
opportunity for students to be involved in placing traces of their 
linguistic performance in he projecting surface spontaneously. The 
teachers does not need very expensive and complicated equipment to 
work with OHP. Shading technique can also be conducted as a further 
advantage of the good old OHP for educational process. This 
technique is done by the use of silhouettes of various objects placed on 
the projecting surface. It can encourage students guess, predict, and 
32 
 
describe the vision. In this case, students are encouraged to verbalize 
their opinion.  
5) Diorama . diorama may contain models of places, events and various 
situations that can give a resourceful stimulus for students especially 
in the functionally oriented language teaching context. It can be used 
to explore details, use the information got and share the findings in a 
significant context. The value of diorama in language teaching is that 
they present a visual stimulus in three dimensions. Student can also be 
involved in producing them. the language teaching procedure wit 
diorama can include the production of stage as well as the stages of 
utilization of the complex impression and input offered. The teacher 
can ask the students to explore their language focusing on any 
language learning related topic or event.  
6) Realia. Realia are objects that represented the target language culture 
like helmet, packages, containers of goods and object of universal use 
like shopping basket, toy telephone, etc. the other category of realia 
may also belong to puppets, card games or board games. The latter are 
special because some of these can produced by the students 
themselves. A very popular with young teenagers activity, is the 
development of board game that can be end product of learning 
procedure for some students and the source of learning for other. Thus 
one has already reached the stage when visualization is not only a 
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technique to enhance visual reception but can be approach to 
encourage students to visualize the concept they get by having input  
transmitted to them either via the target language or related to the 
target language culture. Thus activities when students have to mime 
stories or react to an input in a non-verbal way, or when a story a 
illustrated by them in drawings are the productive aspects of 
visualization. Thus visualization is a kind of students’ achievement 
and it can provide a further input for other. (Fauziati, et al,2006: 49-
50). 
From the theory above, it can be concluded that there are many 
types of visual that can be used in teaching. Such as : Board, Printed, 
Flashcard, OHP, Diorama, and Realia. 
c. Audio Material 
The major source for the students acquiring and developing their 
listening skills is the natural demonstration made by the teacher. Although 
the expression in the mother tongue, parents, and closet community, i.e. 
the family plays an important role in providing language pattern that are 
firstly acquired through auditory. While hearing is a perception which one 
receive in the passive way, i.e. one is the receptor of sequences of sounds, 
listening is actually active in nature. It is a series of activities that targeted 
at gaining information depending on identified needs and interest (Bryne, 
1976).  
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4. Review on Video Game  
a. Harvest Moon Game 
According to Wada, Yasuhiro (2013) Harvest Moon is a game issued 
for Super Nintendo. Subsequent versions followed in versions of Game 
Boy and GBA, Nintendo 64 and Nintendo DS. Also available are 
PlayStation, PlayStation 2 and PlayStation Portable. This game refers to 
rural life and the task given to us to develop agriculture by planting crops, 
taking care of animals and organizing social life with the villagers. The 
challenge is how they manage time. There is little time each day, and 
players have limited energy. They must share their time to do field work 
and make friendships with city dwellers. 
          
   Picture 2.1 screenshoot of harvest moon game 
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b. Teaching Writing Using Harvest Moon Game 
Teaching writing by using harvest moon game must be supported by 
some medias, there are some computer and LCD projector in classroom. 
Ther are several steps in teaching writing by using Harvest Moon game : 
1) The teacher show the explanation about writing descriptive text in 
the in front of the class using harvest as a media of explanation. 
The explanation is shows in the in front of the class with 
the game as a media of explanation. The teachers also have 
prepared the speaker to play the sound and music. This is 
important because sound and, music can build the mood of 
students. And the animation of that game will increase the mood 
of the students to. And after that student make a pair with their 
friend.  
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        Picture 2.2 Opening of harvest moon game 
2) After the student understanding the material, the teacher gives a 
chance for the students to play that game and give some exercise 
in this evaluation stage.  
In this stage students will take turn to play that game with 
their pair and play  that game until  specific part of that game and 
the student must remember what are things or non things  that 
appear in that part.  After all of student have their chance to play 
that game, the teacher will give some word from their part and the 
student must make a description about that words according from 
what they see in their part.   
    
     Picture 2.3 scene of harvest moon game 
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3) The last is report stage  
In this report stage, the teacher will evaluate or asses the 
description from each group with playing the game together and 
match their description with a thing or things in a game. The 
teacher can get how the students’ progression going through the 
report stage.  
 
 The adventure game called Harvest Moon can be a media to 
teach language with funnily and teacher can use them as sub core of 
learning process replacing the manual media such as using worksheets, 
white board and etc. the harvest moon game can be alternative media 
to teach English especially teaching writing. The game playing 
requires computer in the process. As long as the teacher or school can 
provide computer laboratory, this game can be used in daily teaching 
learning process.  
 
c. Definition of Video Game 
 Video game is a game played by electronically manipulating images 
produced by a computer program on a monitor or other display. According 
to Eposito (2005:1) video game is a game which we play to an audiovisual 
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apparatus and can be based on story. The word video in video game 
traditionally referred to a cathode ray tube (CRT) display device, but it 
now implies in any type of display device producing two or three 
dimensional images.  There are two large fields concerning video game in 
language learning and teaching called Computer-assisted language 
learning (CALL) and Digital game-based learning (DGBL). Both are 
discussed separately, as the former does not focus especially on games but 
language learning in general, and the latter includes learning different 
topics, including but not focusing on language learning. Then different 
studies are examined and their results on learning, attitudes and obstacles 
of using games are summarized. 
  Even though the present study focuses on the use of a specific 
computer game, the term video game is used. This is to include different 
computer, console and other digital games, as even though computers are 
common in schools, other media and even mobile games are more and 
more accessible and applicable in learning and teaching. Furthermore, the 
term video game is more recognized especially in the Indonesia, non-
academic context than the otherwise comprehensive and widely used term 
digital games. 
 
39 
 
 
1) Computer Assisted Language Learning (CALL) 
 Beatty (2003: 7) gives a broad definition of CALL as being 
“any process in which a learner uses a computer and, as a result, 
improve his or her language”. This means using programs and 
applications for language learning, which often have been fill-in-the 
gap or multiple choice exercises due to their applicability on 
computers. However, the definition of CALL includes all kinds of 
software such as dictionaries, chat clients and also computer games. 
As CALL is still a relatively young field of research, originating from 
the 1950-60’s and behaviorist and constructivist learning, models 
(Beatty 2003: 11), many areas are yet to be researched. Whereas,  
CALL research has long been directly compared with classroom 
teaching as a separate method. CALL now complements traditional 
teaching as computers have become a firm part of schools (beatty 
2003: 13-15). There have been attempts to include computer based 
writing and speaking activities in additional to traditional, easily 
realizable reading and listening exercises, but different speech 
synthesis, voice recognition and artificial intelligence technologies 
have not yet provided sufficient results (Beatty, 2003: 12). 
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2) Digital Games-Based Learning  
 DGBL is a growing field of using digital games in education 
and training of different knowledge and skills, and some authors such 
as prensky (2001) and gee (2003) are seen as leaders of the digital 
game revolution in learning. As opposed to CALL, where the 
computer assists learning, in digital game-based learning the games 
are central and where possible, even the main form of teaching.
 However, be separated from traditional, non-digital games that 
is used in teaching. In most language classrooms, different 
simulations, role-playing and board games are used extensively, often 
as oral exercise, so stimulation and gaming in foreign language 
teaching often refer to these non-digital games.  
 Based on definition above, video game is an interactive game 
which appears in audio and visual mode. Video game can be played 
single, double, or multiple players. The electronic systems used to play 
video games are known as platform. The examples of these are 
personal computers and video game consoles.  
 Video game, like most other form of media, may be 
categorized into genres based on many factors such as method of game 
play, types of goals, art style, interactivity and more. Because genres 
are dependent on content for definition, genres have changed and 
evolved as newer styles of video games have come into existence, 
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players can choose one of many different genres to play according to 
what they liked and desire.  
a) Fighting 
Fighting game is a game which presents a fight. This game gives 
players to fight using some combinations of movements (Henry, 
2010: 120).  
b) Role play  
Henry (2010:129) states that in this role play game, the gamers 
will role as a character. The gamer will play his role with some 
attributes such as healthy, intelligence, power and special skill.  
c) Platform  
The characters will travel along in horizontal surface, to climb, to 
jump, and otherwise to move from surface to other surface for 
collecting items and defeating enemies in this platform genre of 
video game.  
d) Shoot them up 
Shoot them up is the most interesting game for gamers. It is easily 
played. The enemies are usually formed in aircrafts and others. 
The mission is to destroy the enemies coming from front, left, and 
right sides of the players. Henry (2010:118). 
e) Racing  
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Henry (2010: 121) defines game as a game presenting a speed 
competition of vehicles in game. Sometimes, it is placed in race 
arena.  
f) Sport  
Sport game is similar to edutainment genre. This genre of game is 
just based on the types, not technology. As long as this game 
presents sport genre, it will be called as sport game genre. Henry 
(2010: 132) 
g) Turn-based Strategy Game (TBS)  
Turn-based Strategy Game needs player’s strategy to win the 
challenge presented in game. All players have their own turn to 
play such in chest match. Henry (2010: 123) 
h) Real Time Strategy (RTS) 
RTS game is the same with TBS game. However, in RTS game, 
player does not need to wait their turn to play. Those who are able 
to arrange the strategy faster than another player will be the winner 
of the game. Henry (2010: 124) 
i) First Person Shooter (FPS) 
In this game, the players need speed in movement of game 
playing. There are a lot of shoots, bullets, and bomb close to the 
player’s character. It is called first shooter because the view of 
player is the first person view. The players will see the view of the 
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game playing just like they see by our own eyes. Henry (2010: 
126). 
j) Adventure Game  
To play this adventure game is by walking and following 
the story lines of game and sometimes the players need to kill the 
enemy blocking the players’ path. Generally, adventure game 
provides many mysteries that should be solved by the players. 
(Henry, 2010:130). 
 
Based on purpose and design of the game itself, game is 
classified into many classifications. It can be classified as follows: 
a) Casual games 
 This game classification is a video game used and targeted by a 
mass audience of casual gamers. This casual game establishers any 
type of game play fitting any genre. This type is usually 
distinguished by its simple rules and lack of commitment required 
unlike more complex hardcore gamers. Casual games derive their 
name from their easy accessibility, simple to understand the game 
play, and quick to grasp rule sets. Besides, casual games frequently 
support the ability to jump in and out of play on demand. This 
form of existing casual game term was commonly found long 
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before pre-installed Microsoft Windows operating system with its 
many versions.  
b) Serious games  
 According to Sorensen (2007:559), serious game is defined as 
digital games and equipment with educational design and beyond 
entertainment agenda. Serious game has distinct learning keywords 
such as learning games, educational games, training games, 
business games, and games promoting physical play. The players 
will cross a variety of topics, target groups, and context in the 
game they play. 
c) Educational games  
 This kind of game is actually the development of the serious 
games involving educational material inside. Video game 
developed to educate has focused on the application of games 
within the existing education system and on inherent for producing 
learning process. (Gee, 2003:8).  
 
d. Educational Video Game  
      An educational video game is a game which is designed to 
teach humans about a specific subject and to teach them a skill. The 
educators, government, and parents must realize that learning can be 
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taken from the psychological need and benefit of gaming. This 
educational tool has becomes mainstream. Games are interactive play that 
teachers about goals, rules, adaption, problem solving, interaction, all 
represented as a story.  Educational video games give people the 
fundamental needs of learning by providing – enjoyment, passionate 
involvement, structure, Motivation, ego satisfaction, adrenaline, 
creativity, social interaction and emotional. “Play has a deep biological, 
evolutionarily important, function, which has to do specifically with 
learning.” (Prensky, p. 6). The first step toward understanding how 
computer games can transform learning and education is changing the 
perspective which states that games are “mere entertainment”. It is more 
than just a multi-billion dollar industry and more than a compelling toy 
for both children adults, computers games are important because they let 
people participate in new worlds. They let players to think, talk and act. 
They let the players do the role of the characters in the games. These 
virtual worlds, learners do the experience of the concrete realities by 
using the words and symbols which are described” (Global Conflicts 
Press Kit). 
          According to the 2010 Horizon Report, video games are a way for 
students to experience the struggles and successes of collaboratively 
working towards a solution to a complex problem set within an 
interesting story. The report defines three types of educational gaming: 
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games that are not digital; games that are digital, but that are not 
collaborative; and collaborative digital games.”  
 
e. Teaching Writing Through Video Game  
 The teachers need to understand how video game influences the 
students’ learning quality in teaching language. Especially in teaching 
writing. Playing game can’t be considered as simple as the teacher guess. 
Many things occur during playing game. According to Henry (2010: 56) 
say that some influence to gamers when they play game : 
1) Motoric Development  
When children play game agiley along with movements their 
motoric system will be involved in development process. 
 
2) Physic development  
Some games involve physic movement. For example, console 
game uses certain equipment. 
3) Neurology development  
Students’ or players’ brains and nerves will be involved when 
they play game repeatedly. 
4) Cognitive development  
Cognitive development is about the students’ ability to solve 
problem charging time to time. 
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5) Morality development  
The background of the game influences them dealing with morality.  
 
6) Language Development 
The development of language occurs for ability of mastering 
vocabulary, pronunciation and also grammar 
7) Social Development  
Either the LAN game or online game, playing game involves 
interactions 
8) Role Development 
The game players will recognize the role character either male 
of female in playing game 
According to the theory above, it concluded that teaching writing can 
be done trough video game. Studying video game makes some 
developments to the students. The important developments are in the 
motoric, neurology, cognitive and social development.  
Henry also states that there are positive effects of playing game 
studied by some research institutions, there are positive effect as follows :  
1) Playing video game makes students know the computer technology 
2) Game can give lesson in the form of following guidance technology 
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3) Some games provide training for solving problems and logic 
4) Game provide training of using motoric nerve and spatial skill 
5) Game becomes intimacy method and close interaction between parents 
and children when they play game together. 
6) Game introduces technology and various features 
7) Some games can be able to provide healing method for certain patient 
8) Game entertain and stratifies  
(Henry, 2010: 57) 
    
B. Rationale  
There are numerous wrong perceptions about video game. Parents 
usually judge that video game is bad for children, mindless, make 
children lazy, and children will not learn anything by playing video game. 
They forget the fact that video game is a tool to accommodate people 
need of fun, place to refresh their mind and many other reasons. Many 
researchers have already been successful in providing that video games 
are implemented as a treatment in teaching learning process. The different 
is based on the design and content of the video game. The video game can 
be made for improving students’ ability to comprehend some topic or 
subject knowledge, and one of them is English skill.  
In this study, the researcher wants to find out whether the use of video 
game as a media is effective to teach writing, especially  in writing 
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descriptive text. The researcher has to choose video game as the sub core 
of the subject of research. Based on theory from Dollard and Miler (2005: 
35), habit is bond or association between the stimulus and response 
relatively stable last a long time in personality. Thus, using Harvest Moon 
game will emphasized in class environment. Based on the explanation, 
Harvest Moon gave progress in achievement of writing especially in 
writing descriptive text. 
 
C. Previous Study 
There are several researcher conducted research on applying video 
game as a media to teach and learning language, especially in teaching 
writing. One of them uses as a guide is research with title “ The 
effectiveness of using izahime game to teach grammar at eight grade 
student of smp negeri 2 surakarta in academic year of 2014/2015”. This 
thesis has done by Lis Nefertiti Dewi (2014). The research was and 
experimental research conducted in smp negeri 2 surakarta. The 
improvement of the students grammar mastery could be seen from mean 
post test scores  progress of experimental and control group. The mean 
scores of experimental group is 73,5, while the mean scores of control 
group is 62,3.the result of the research showed that video game is 
effective for teaching English grammar especially simple past tense and 
simple present tense.  
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Another research has been done by Lukman Hakim (2013) entitled 
“improving students’ mastery of grammar by using video games at the 
seven grade students of smp al islam 1 surakarta in the academic year 
2012/2013. The research was an action research conducted in smp al 
islam 1 surakarta. The improvement of the students’ grammar mastery 
could be seen from the progress of pre test and post test. The mean score 
of pre test was 40,29, the mean score of post test 1was 62,80 and the 
mean score of post test 2 was 72,26. The result of the research showed 
that video game was able to improve student’s grammar mastery.  
Based on the previous study above, the differences between both of 
research are : research design, the population, dependent and independent 
variable. The researcher uses the same media that is video game but the 
researcher focused in the writing skill of the students. The researcher has 
the same ways from Lis Nefettiti to conduct the research. The research 
conduct with the experimental research with two main group, 
experimental and control group. The researcher used the video game with 
adventure game basis for teaching media. The previous study has been 
done by Lukman and Lis. They used video game to teach grammar but 
the researcher used video game to teach writing and the populations of the 
research were different between both of previous study and the 
researcher. The researcher take the population of the research in MTs N 2 
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Surakarta. The populations in this research are absolutely different with 
other previous studies.  
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CHAPTER III 
RESEARCH METHODOLOGY 
 
A. Research Design  
In this research, the researcher used experimental research. The writer 
applied an experimental research with quantitative approach. In experimental 
research, researcher study variables, which are characteristic that take on 
different values across peoples or things. Frankel et al (in Sanjaya, 2013: 87) 
“the basic idea underlying of experimental research is really quite simple try 
something and systematically observe what happens”. This research belongs 
to a quantitative research to measure the cause effect relationship by given 
treatment on each group. While Arikunto (2005: 502) states that experimental 
research is research that is intended to prove the existence of casual 
relationship between the independent variable (X) and dependent variable (Y). 
in experimental research there are two independent variable that changed by 
the researcher using treatment. In other hand, the dependent variable is not 
manipulated or not given treatment by the researcher. The independent 
variable in this research is the use of harvest moon game to teach descriptive 
text and dependent variable is student’s writing achievement. 
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Sugiyono (2006: 109-114) states that actually there are three basic 
design in experimental; pre-experimental, quasi experimental, and true 
experiment. The researcher used true experimental research. True 
experimental research is research about cause effect of design, there are 
experimental and control group the compare the result of treatment with the 
control group. The research design post tests only control group design.  
Table 3.1 Nonrandomized Control Group, Posttest Design 
 
 
In this design there were two groups choose randomly. The first group 
will give a treatment called experiment group, the other group without 
treatment is called control group. 
In experimental group, the students taught by using harvest moon 
game while the control group taught by textbook. After treatment, both groups 
gave a post-test to measure the achievement of the student’s writing skill. The 
scores of the post-test became the data to be analyzed. 
 
 
 
 
 
 
R1       X     O1 
R2               O2 
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B. Setting of the Research 
Setting of the research is about where the place and when the data are 
taken. The researcher considered well about the place because the place 
should be able to support the treatment of the research.  
1. Place 
This experimental research has been conducted in MTs N II Surakarta 
at the 8th grade students. MTs N II Surakarta has supporting facilities of 
teaching learning process such as language laboratory, computer 
laboratory, and classroom equipped LCD Projector and Wifi Area. There 
are 8 class of eighth grade. There are A, B, C, D, E, F, G, H.  
2. Time of the Study  
The research has been conducted in first semester. It has been done on 
September until October in the academic year 2016/2017. 
Table 1.1 The time of schedule 
NO 
  
  
Activity 
  
  
Month/ Date 
  
September October 
28th 4th 12th 19th 26th 28 th 
1 Treatment 1             
2 Treatment 2             
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3 Treatment 3             
4 Treatment 4             
5 Treatment 5             
6 Post-Test             
 
 
C. Population, Sample, and Sampling 
1. Population  
Population is the source of data in certain research that has a broad and 
large quantity (Darmawan, 2016: 137). The population of this research is 
eighth grade student of MTs N II Surakarta. In the eighth grade, there are 
8 classes ( A, B, C, D, E, F, G, H).  
2. Sampling  
Sampling is the way how the researcher took samples of population. A 
good sample taken is the sample representing the population maximally 
but it is not the duplicate of the population. In this research, the researcher 
used cluster random sampling. Based on Syofian (2013:31) random 
sampling is a sample retrieval techniques that provide equal opportunity to 
all members that exist in a population to be sampled.  
The samples of this research divided into two groups. The 
experimental group taught by using Harvest Moon game and the other 
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group that is control taught by usual method or media. The procedure that 
the researcher do in random sampling are : 
a. Writing down the name of each class on small paper 
b. Rolling the paper and putting into a can 
c. Shaking the can well 
d. Dropping two rolled paper and determining them as a sample 
e. Taking one rolled paper from the sample and determined it as 
experimental group and the other paper as a control group.  
 
3. Sample  
Based on Darmawan (2016: 138), sample is a part of population. It 
means there will be no samples if no population. After doing the 
procedures of sampling above, the researcher obtained 8F as a control 
group and 8E as a experimental group.  
 
D. Techniques of Collecting the Data  
1. Research Instrument  
The instrument used in research is test. The explanation of both 
material will be stated as follows :  
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a. Test  
Sanjaya (2013: 251) states that test is an instrument of 
collecting data about research subject ability by measuring. There are 
two type of test. They are essay and objective test. Djiwandono (2008: 
163) says that a good test or assessment procedure must be reliable 
and valid. 
In this research, the researcher used essay test to know the 
students’ achievement of writing descriptive text. So the test is used to 
measure the students’ mastery in writing descriptive text in both 
experimental and control group. The purpose of the test is to know 
which one who get high score between experimental and control 
group. 
In writing test, the test has to readable and if the test based on 
the given material, if the test is understandable, if the test is based on 
the blue print, and if the instruction is clear and understandable.  
2. Validity and reliability of instrument  
a. Validity of instrument 
Based on Sutrisno (1982: 111) there are five types of validity: 
(1) Face validity (2) Logical validity (3) Factorial validity (4) Content 
validity (5) Empirical validity. The researcher uses the content 
validity that aims to measure students learning advancement or their 
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achievements. Brown (2004: 23) state that “Test validity is the degree 
to which a test measures what it claims to be measured”.  
Based on the statement above, the most proper role to achieve the 
content validity for the writing test was compare it with the material or 
syllabus. In this case, the Syllabus of the eighth grade for English lesson 
from government. It can seen in appendix 2. 
The researcher also use SPSS to analyze the validity of this 
instrument. Based on Besral (2010: 45) the steps can be seen as 
follows : 
a. Open the SPSS application and click on the “Variable View”  
 
Picture 3.1First steps of analyzing validity test 
b. Fill the “Name” column with “Rater1” that represent for the first rater 
calculation, “Rater2” that represent for the second rater calculation and 
“Final” that represent for the final calculation as both rater discussed 
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Picture 3.2 Second steps of analyzing validity test 
c. Go to “Data View” and insert the score for each rater and final score
 
Picture 3.3 Third steps of analyzing validity test 
d. Click “Analyze”, choose “Correlate”, then pick “Bivariate…” 
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Picture 3.4Fourth steps of analyzing validity test 
e. Move all variables to the “Variables”, choose “Pearson” and “Two-tailed” 
and click “OK” 
 
Picture 3.5Fifth steps of analyzing validity test 
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f. The “Output” table will pop up and show the result. If the “Final” score is 
higher than minimum r table that is 0.3, it means that the instrument is 
valid 
 
Picture 3.6 Sixth steps of analyzing validity test 
Based on the steps above, the researcher got the result of final score 
that is 0.935 (Rater1), 0.970 (Rater2) and 1 (Final) and It is higher than the 
minimum score of r table that is 0.3, then It means that the researcher’s 
instrument is valid. 
b. Reliability Test  
In compotioning a test, it is important to set and determine an 
understandable instruction. Hughes (1989: 39-40) mentions some 
factors to write a good instruction ; 
1) The instruction should be clear and explicit  
2) Is should avoid the supposition that students all know what is 
intended 
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3) The test writers should not rely on the students’ power of telepathy 
to elicit the desired behavior.  
It is impossible to test the writing instruction readability using 
formula because there is no formula to test the writing instruction. So, 
to test the readability of the writing instruction, the instruction was 
given to students outside the sample classes but at the same level and 
school. From the students answer, we can know whether the 
instruction is readable by students and can be understood by the 
students or not. 
a) The instruction for the writing test are: 
Direction: 
- This is closed-book test, using your textbooks, handouts, and 
handphone is not allowed; however, you are allowed to use your 
manual dictionary 
- You must work individually, do not discuss with your friends! 
- Pray before doing the test. 
 
Instruction: 
Choose one of the topics below, develope it into a Descriptive 
text. Five components should be focused on your essay: 
organization (7 – 20), content (13 – 30), grammar (5 – 25), 
vocabulary (7 – 20), and mechanics (2 – 5). 
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1) House 
2) Park 
3) School 
4) Forrest 
 
c. Readability of writing test  
Rediability of writing test contains :  
1) Wheter the instruction are understandable or not  
2) Whether the kind of the essay is clear or not 
3) Whether the organization of the essay is understandable or not 
4) Whether writing indicators to be evaluated are clear or not 
5) Whether the topics are interesting or not 
 
d. Readability of test items  
1) Do you understand the instruction of the test ? 
2) Is the kind of the essay to be written in this test stated clearly ? 
3) Is the organization of the essasy demanded in this test 
understandable? 
4) Are the writing indicators to be evaluated in this test clear? 
5) Are the topics interesting ? 
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To know whether the test is readable or not, the try out is given to 
other students out of the samples that have same levels with the sample. When 
the result is more than 75% of respondents give “yes” answer to each item or 
readability test, it can be concluded that the item of writing test is readable. 
 
E. Technique of Analyzing Data  
After collecting, the next step is analyzing the data. The technique of 
data analysis will be used statistical analysis. The researcher will get the 
students’ scores of the experimental and control group. The score check for 
the post-test of both of groups. The first step was the researcher calculated the 
mean score of experimental group. The score form experimental group and 
control class has been analyzed by using T-test. It was used T-test with the 
level of significance 0,05 (5%). 
1. Pre-Requisite Test  
a. Normality Test 
Normality test is used to test the sample from the population that is 
going to be analyzed whether both groups have normal distribution or 
not. The normality test analyzed by Lilifors formula with he criteria if 
Lm (L minimum) < Lt (L table) at the level significance 5% (0,05) the 
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data si in normal distribution. The researcher used SPSS to know the 
normality of the test.  
1) Open the SPSS application and click on the “Variable View” 
 
Picture3.7 First steps of analyzing normality 
2) Fill the “Name” column with “Score” that represent for the mentee and 
“Group” that represent for the experimental group and control group. 
In the first “Decimal” column, fill it with “2” for accuration of your 
score. While in the “Label” column, you can leave it blank 
 
Picture3.8 Second steps of analyzing normality 
3) Click on the second “Value” column button. Fill the “Value” with 
number “1” and the “Label” with “Control Group” and click “Add”. 
Then, fill the “Value” again with number “2” and the “Label” with 
“Experimental Group” and click “Add”. Finally, click “OK” 
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Picture3.9 Third steps of analyzing normality 
4) Go back to “Data View”. Fill the “Score” with the mentees’ score and 
“Group” with “1” or “2” that represent Experimental group and 
Control group 
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Picture3.10 Fourth steps of analyzing normality 
5) Click “Analyze”, choose “Descriptive Statistics”, then pick 
“Explore…” 
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Picture3.11 Fifth steps of analyzing normality 
6) Move variable “Score” to the “Dependent List” and variable “Group” 
to the “Factor List”. Pick “Both” and click “Plots…” 
 
Picture3.12 Sixth steps of analyzing normality 
7) Choose “Normality plots with tests” and click “Continue”. Finally 
click “OK” 
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Picture3.13 Seventh steps of analyzing normality 
8) The “Output” table will pop up and show the result. If the 
“significant” score is higher than 95% of the confidence interval that is 
0.05, it means that the data is Normal, but, in the researcher case, the 
data is not Normal. 
 
Picture3.14 Eight steps of analyzing normality 
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b. Homogeneity test 
Homogeneity test is used to know whether two groups that are taken 
from population have homogeneity or not. In this research, the 
researcher used the following formula to test the homogeneity of the 
population variants : 
 
F= 
𝑇ℎ𝑒 𝑏𝑖𝑔𝑔𝑒𝑠𝑡 𝑣𝑎𝑟𝑖𝑎𝑛𝑡 
𝑇ℎ𝑒 𝑠𝑚𝑎𝑙𝑙𝑒𝑠𝑡 𝑣𝑎𝑟𝑖𝑎𝑛𝑡 
 
If  F value ≤ F table, it can be conducted that the data are 
homogenous. 
Also the researcher used SPSS to know the homogeneity. The 
following steps are : 
9) Open the SPSS application and click on the “Variable View” 
 
Picture 3.15First steps of analyzing homogeneity 
10) Fill the “Name” column with “x” that represent for the control group 
score and “y” that represent for the experimental group score. While in 
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the “Label” column, fill it with “Control Group” or “Experimental 
Group”.  
 
Picture 3.16 Second steps of analyzing homogeneity 
11) Go back to “Data View” and insert the score. Variable “x” for control 
group and “y” for experimental group 
 
Picture3.17 Third steps of analyzing homogeneity 
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12) Click “Analyze”, choose “Compare Means”, then pick “One-Way 
ANOVA…” 
 
Picture3.18 Fourth steps of analyzing homogeneity 
13) Move variable “y” to the “Dependent List” and variable “x” to the 
“Factor” 
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Picture3.19 Fifth steps of analyzing homogeneity 
14) Click on the “option…” thenchoose “Homogeneity…” and click 
“Continue”. Finally, click “OK” 
 
Picture3.20 Sixth steps of analyzing homogeneity 
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15) The “Output” table will pop up and show the result. If the 
“significant” score is higher than 95% of the confidence interval that is 
0.05, it means that the data is Homogen 
 
           Picture3.21 Seventh steps of analyzing homogeneity 
 
c. Hypothesis Testing  
The researcher examined the data in the following steps to anwers the 
objective of the study. Firstly, the test will be done in both groups, 
experimental group using harvest moon game and control group 
without using harvest moon game (textbook). Secondly, the result of 
the test will be scored using analytic scale. Thirdly, the mean score of 
two group will be determined. Finally, the mean will compare by 
applying T-test formula. T-test will used to differentiate between both 
of group was significant or not.  
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T-test Independent Formula : 
 
t = 
?̅?1− ?̅?2
√
𝑠1
2
𝑛1
+
𝑠2
2
𝑛2
   
 
Where : 
n1= Sum of students (experimental class) 
n2= Sum of students (control class) 
x1= Average of students score 
x2= Average of students score 
s1= The variant of experimental group 
s2= The variant of control group  
      (Sugiyono, 2006: 273)  
 
If t0 higher than tt (t0> tt) with α 0,05, Ho is rejected and it can be 
concluded that there is a significant difference between the students’ 
result of writing achievement using harvest moon game and textbook. 
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CHAPTER IV 
RESEARCH FINDING AND DISCUSSION 
This chapter discusses the result of the study. The result is divided into four 
discussions as follows: Data description of findings, normality and homogeneity, 
hypothesis test, and the discussion of the result of study. 
A. Data Description 
1. Data on the Students Taught by Using Harvest Moon Game 
(Expeimental Goup)   
The data presented are the result of writing test. It concludes the mean, 
mode, median, and standard deviation. The data includes post test score on 
the writing ability of the students for the class taught by using Harvest Moon 
Game.  
Descriptive analysis of the post- test data showed that the score was 
75 up to 100. The mean was 85.36, the standard deviation is 7.16, the mode 
is 85, the median is 85. The respondents’ score were in the table 4.1, the 
result of SPSS calculation was in Table 4.2. and screenshot of SPSS 
calculation were in Figure 4.1 
Table 4.1 The Respondent Score 
NO EXPERIMENTAL SCORE 
1 ASS 90.00 
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2 AFNH 95.00 
3 ABR 90.00 
4 ANPS 85.00 
5 AJK 80.00 
6 AA 75.00 
7 AMK 95.00 
8 APR 75.00 
9 AGS 90.00 
10 APAP 90.00 
11 BYSP 95.00 
12 BYP 80.00 
13 BSPU 90.00 
14 CJD 80.00 
15 DPR 80.00 
16 EAW 75.00 
17 IYW 95.00 
18 IIW 80.00 
19 KAIP 85.00 
20 MA 95.00 
21 MH 85.00 
22 MINW 85.00 
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23 R 85.00 
24 NSR 75.00 
25 NKY 85.00 
26 NSZ 75.00 
27 NBY 90.00 
28 SLA 85.00 
 
 
Table 4.2 The SPSS Calculation 
Statistics 
DATA2 
 
N Valid 28 
Missing 0 
Mean 85.36 
Median 85.00 
Mode 85 
Std. Deviation 7.192 
Variance 51.720 
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Statistics 
DATA2  
N Valid 28 
Missing 0 
Mean 85.36 
Median 85.00 
Mode 85 
Std. Deviation 7.192 
Variance 51.720 
Sum 2390 
 
Figure 4.1 Screenshoot of SPSS calculation 
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2. Data on the Students Taught by Using Text Book (Control Group) 
The data presented are the result of writing test. It concludes the mean, 
mode, median, and standard deviation. The data includes the post test score 
on the writing ability of the students for the group is taught by using 
Textbook (post- test control). 
Descriptive analysis of the post- test data showed that the score was 
60 up to 85. The mean was 71.9 and the standard deviation is 6.28, the mode 
is 65 , the median is 70. The respondents’ score were in the table 4.3, the 
result of SPSS calculation were in Table 4.3, and screenshoot of SPSS 
calculation were in Figure 4.2 
81 
 
Table 4.3 The respondents’ score 
NO CONTROL SCORE 
1 AMF 70.00 
2 AZA 70.00 
3 AMS 65.00 
4 ASD 65.00 
5 ALH 70.00 
6 ANA 65.00 
7 ASS 65.00 
8 AEK 75.00 
9 AH 70.00 
10 AN 70.00 
11 DAM 70.00 
12 DP 70.00 
13 EPK 75.00 
14 FAD  65.00 
15 FRF 65.00 
16 GEP 65.00 
17 INC 80.00 
18 JBS 75.00 
19 LDP 75.00 
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20 MFA 85.00 
21 MRH 75.00 
22 MRF 75.00 
23 NNN 75.00 
24 RDH 80.00 
25 RIP 80.00 
26 SFS 80.00 
27 SS 80.00 
28 THN 60.00 
 
 
Table 4.4 The SPSS Calculation 
Statistics 
DATA1  
N Valid 28 
Missing 0 
Mean 71.96 
Median 70.00 
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Mode 65a 
Sum 2015 
a. Multiple modes exist. The smallest value is shown 
 
Figure 4.2 Screenshoot of SPSS calculation 
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B. Data Analysis 
1. Normality  
The normality test is used to know the distribution of question 
from the test in normal or abnormal, and as the requirement to analyze T-
test. The normality test are calculated for both experimental and control 
group. The result score can be seen in the Table 4.5 below:  
Table 4.5 Normality Test 
Tests of Normality 
 Class Kolmogorov-Smirnova Shapiro-Wilk 
 Statistic df Sig. Statistic df Sig. 
Result of 
Study 
Control ,158 28 ,070 ,932 28 ,070 
Experiment ,134 28 ,200* ,931 28 ,067 
*. This is a lower bound of the true significance. 
a. Lilliefors Significance Correction 
 
Based on the normality test result by using Kolmogrov-Smirnov and 
Shapiro-Wilk with Liliefors approaches above, can be conclude that the 
significant value (p-value) on the result in control group are 0.070 > 0.05 
and in the experiment group are 0.200 > 0.05 and 0.067 > 0.05. So, can be 
conclude that all of study result on both of group is a normal and 
assumption of normality is fulfilled. 
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2. Homogeneity 
Homogeneity test is used to know whether two groups 
(experimental and control class) that are taken from population have 
homogeneity or not, and as the requirement to analyze T-test. The result 
score can be seen on the Table 4.6 below:  
Table 4.6 Homogeneity Test 
Test of Homogeneity of Variance 
 Levene Statistic df1 df2 Sig. 
Result of study 
Based on Mean ,230 1 54 ,634 
Based on Median ,238 1 54 ,627 
Based on Median and with 
adjusted df 
,238 1 53,754 ,627 
Based on trimmed mean ,198 1 54 ,658 
 
Based on the homogeneity test on both of study result, can known that 
F observed  0.230 < F table 0.420 and significant value or P value 0.634 > 
0.05. So, we can conclude that the result of both of group value is 
homogeneous. 
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3. Descriptive Statistic 
Descriptive Statistic is the result of research in both of group. In this 
part, there are mean, standard deviation, and standard error from both of 
group :  
Table 4.7 Statistic Test 
Group Statistics 
 Class N Mean Std. Deviation Std. Error Mean 
Result of study 
Control 28 71,9643 6,28627 1,18799 
Experiment  28 85,3571 7,19163 1,35909 
 
In the table above presents statistics descriptive for each group data 
about average (mean), standard  deviation and standard error. From the 
table above the mean of both of group is different. Average or mean of 
control group is lower then experiment group.  
 
4. Hypothesis 
Hypothesis test can be done after the normality and 
homogeneity test are done. This research, the researcher used T-test 
for hypothesis test. T-test used to differentiate if the students’ result of 
writing on descriptive text taught by Harvest moon game is significant 
or not. The researcher uses SPSS Program to analyze the T-test. This 
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research the null (Ho) states that there is no significant effect of 
Harvest Moon Game to teach writing skill on descriptive text of the 
eighth grade student of MTsN 2 Surakarta in the academic year 
2016/2017. While the alternative hypothesis (Ha) states that there is a 
significant effect of Harvest Moon Game to teach writing skill on 
descriptive text of the eighth grade student of MTsN 2 Surakarta in 
academic year 2016/2017. 
The basic read value of significant T-test ; if value of 
significant os sig. (2 tailed) higher than 0.05, Ho accepted and Ha 
rejected. While if value of significant or sig. (2-tailed) lower than 0.05, 
Ho rejected and Ha accepted. 
 
Table 4.8 The result of Post test Control and Experimental group 
Independent Samples Test 
 Levene's Test 
for Equality of 
Variances 
t-test for Equality of Means 
F Sig. t df Sig. 
(2-
tailed
) 
Mean 
Differenc
e 
Std. Error 
Differenc
e 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
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Hasil 
Belaja
r 
Equal 
variances 
assumed 
,230 ,634 7,419 54 ,000 
-
13,39286 
1,80512 
-
17,01190 
-
9,77381 
Equal 
variances 
not 
assumed 
  
7,419 
53,05
1 
,000 
-
13,39286 
1,80512 
-
17,01339 
-
9,77233 
 
The result of T-test states that sig. (2-tailed) is 0.000 and the 
level od significance 0.05.the result provides that sig. (2-tailed) is 
lower than level of significance so the alternative hypothesis (Ha) is 
accepted and the null hypothesis (Ha) is rejected. It means that there is 
a significant different between the student taught by Harvest Moon 
game and the student taught by textbook. 
 
5. Discussion 
The research design of this research is experimental research. There 
were two classes as the subject of this research. They are experiment and 
control class. The researcher gave 5 time treatment in experimental class. 
Every meeting the researcher used harvest moon game as the media. After 
treatment done the researcher gave post-test. 
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Harvest Moon game is one of game that can be used for media to teach 
writing skill especially in descriptive text. In harvest moon game, there are 
many content related to descriptive text. There are many stuff such ass 
chair, cupboard, window, dog, plants, and many other. It can help students 
more creative, imaginative, and fun to create some description about 
something in game. Not only create some descriptive text, student can 
play the game. Also boost their mood and satisfaction in learning process 
While in control class, the researcher did not give treatment to control 
class. The researcher gave material descriptive text using text book from 
their school. While the researcher gave material by using text book, they 
are bored and difficult to do task without helped by other friends. It means 
not all students can write a descriptive text easily. The student also lack of 
motivation in studying and learning process. 
Compare on the theories in chapter 2, Textbook is the most important 
things that student have in school. School already prepares the textbook 
for student when the student came in to their school. So, that all of student 
definitely have it. But, in textbook their just get some explanation and 
little example. They can only receive a little example from the text book 
and student cant’ imagine what the the mentor or researcher explain about.  
Compare on the theories in chapter 2, Harvest Moon Game truly there 
just some student that have that game and if student want play that game , 
their must have computer or laptop to play that game. But, with Harvest 
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Moon, the students will more fun can flexible. In learning activity, the 
researcher can show the concrete example thing that the researcher 
explains. It makes student can imagine what color, size, shape and more. 
Harvest Moon as the media of teaching is very effective, because the 
student do not have to face many explanation and uncommon word. It 
makes them to be more motivated, creative, and imaginative to create 
some text. In there, their also can play that game after learning activity. So 
the student can happy and always in good feeling and mood in learning 
activity.  
 
 The data of this research obtained from post test. The post was given 
after treatment. In this research, post test result compared to know whether 
there is significant difference between score of experimental class which 
was taught by Harvest Moon Game and control class which was taught by 
using text book.  
Based on the post test score the average of post-test in experimental 
group is  85.3 which is higher than the average of post-test in control 
group, that is 71.9. it can be said that the students given Harvest moon 
game as a media have better score in writing than the student given a text 
book as a media. The result of the data analysis proven that students’ score 
of writing taught by harvest moon game is better. It means that the use of 
harvest moon game as a media to teach writing is effective. 
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While the result of T-test shows that sig. (2-tailed) is lower than the 
level of significant. It can conclude that there is a significant effect in 
writing on descriptive text between the students taught by using textbook. 
It can seen from hypothesis test that indicated that there is a sig. (2-tailed) 
0.000 lower than the level of significance 0.05. the use of harvest moon 
game to eighth grade student of MTsN 2 Surakarta in academic year 
2016/2017 is significantly effective and different with the student using 
textbook. It is proved by acceptability of Ha because the  the student 
treated by using harvest moon game in experimental class achieved better 
score than the student taught by using textbook in control class. 
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CHAPTER V 
CONCLUSION AND SUGGESTIONS 
 
A. Conclusions  
 There are differences writing score of the students which taught by using 
harvest moon game and text book. The student were taught by using harvest 
moon game have a better score then using textbook in teaching writing. The 
objective of this study is to identify whether the harvest moon game as a media is 
effective to teach writing on descriptive text of eight grade student of MTsN 2 
Surakarta in academic year 2016/2017. In order to gain the objective, the 
researcher conducted an experimental research. After conducting the research, the 
researcher found out some results from data analysis. The result from T-test found 
that sig. (2-tailed) is 0.00 and the level of significance is 0.05. it can be seen that 
sig. (2-tailed) lower than level of significance. It means that there is a significant 
effect of students who are taught by using harvest moon game and using text 
book. Another result of the data analysis is the average or mean score difference 
of post-test of experimental class and control class. The average score of 
experimental class is 85.3, while the average of control class is 71.9. the data 
shows that the mean or average scores of class taught by using harvest moon 
game as an experimental class is higher than the mean or average scores of class 
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taught by using textbook as control class. Thus, it proves that harvest moon game 
is effective for teaching writing skill especially on descriptive text. 
B. Implications  
 The result of the research shows that harvest moon game is effective to teach 
descriptive text at MTs N Surakarta II in academic year 2017/2018. The use of 
harvest moon game is able to make the student’s achievement in writing test 
higher than those of student taught by using textbook 
 The use of Harvest Moon Game can help teaching and learning process run 
well. The students are able to gain the vocabulary in Harvest Moon Game by 
writing; looking and understanding what descriptive text is are given by the 
teacher. The teacher will be easier in explaining the structure of descriptive text. 
Using Harvest Moon Game can help easier students to understanding how to 
create a good text by watch and play the game. In addition, Harvest Moon Game 
create fun situation. It makes the students enjoy the teaching process. So, by 
Harvest Moon Game the researcher hoped that the teaching and learning process 
especially in writing test will be affective.  
C. Suggestions  
 Here are suggestions the researcher delivers for future studies. Hopefully, the 
suggestions are useful for readers in general and researchers in especially. The 
suggestions are as follow: 
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1. To the Teacher  
 Based on the result of this research, English teachers of MTs N 
Surakarta II are suggested to use harvest moon game to facilitate teaching 
writing descriptive text since it has proven that Harvest Moon Game is 
effective to teach descriptive text. Therefore, the teacher should be well 
prepared the material that will be taught to students before they enter the 
classroom.  
2. For students  
 For students, it is suggested to help their writing test especiallyin 
descriptive text through Harvest Moon Game if they want to improve their 
writing skill. Using Harvest Moon Game can make students to be an 
autonomous learner. Students will have good habit if they are comfort and fun 
when they play and learn with think that make them interest.  
3. For Other Research  
 This researcher is hoped to be the experience in teaching learning 
process, especially in teaching writing. The researcher also hoped this paper 
can be a little contribution to teach writing. Other researcher can develop with 
their other material which is suitable for the teaching learning process of 
English lesson. However, this research can be starting point to investigate the 
topic more complete. 
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